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INTRODUCTION 



It is the purpose of this document to provide teachers with a 
8St of goals and activities and supporting resource materials that will 
assist them in providing students with opportunities to acquire computer 
skills, knowledge and understanding. Major concepts presented in this 
computer curriculum include; history, social impact, terminology and 
functions, application, and programming. A variety of hands-on 
applications and concept instruction is provided throughout. In addition, 
a pre/post-test is included. Ma:iy of the activities vhich support each concept 
have been adapted from published sources and accompany the curriculum package 
for use by MSAD #5 only. The Keet the computer Kit referred to is recoB.-.er.dad 
for use by others, however, it is not included. Teachers are encouraged to 
adapt the suggested activities and to incorporate any additional 
•naterials or resources which may enhance this computer education 
curriculum. 
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HISTORY 



GOAL: 

THE STUDENT IS ACQUAINTED WITH MAJOR INDIVIDUALS 

AND THEIR CONTRIBUTIONS TO THE HISTORICAL DEVELOPMENT 

OF COMPUTERS. 

TEACHER NOTE; Recommended resource is Visual Masters In 
Teaching About Computers. (See Appendix J), 

SUGGESTED STUDENT ACTIVITIES SHOULD INCLUDE. BUT NOT BE LIMITED TO : 



!• Make a time line, to scale, of the technological 
changes of computers. Be certain to show the 
A generations of computers. (Additional world 
history and personal history dates can be added). 

2. Determine technological advances in other areas 
that have affected the development of computers. 
Example: Space program creates the need for 
the micro-chip. 

3. Pretend you are a newspaper reporter covering 
an important event in computer history. Write 

a newspaper article about this event telling the 
important facts: Who? What? Where? When? and 
How? 

4. Make a chart comparing the 4 generations of computers 
(including size, cost, speed, type of technology). 
Based upon these past 4 generations, predict a 5th 
generation of computers. *See Random' House, Spotlight o 
Computer literacy p. 49. — ' 

5. Prepare a display of a vacuum tube, a transistor, 
an integrated circuit, a micro-chip, etc. for 
your classmates to observe. 



6. 



Assume you are a citizen of the year 2100. Write 
a history of computers going back in time to 



HISTORY 



GOAL : 

THE STUDENT IS ACQUAINTED WITH MAJOR INDIVIDUALS 
AND THEIR CONTRIBUTIONS TO THE HISTORiaL DEVELOP- 
MENT OF COMPUTERS. 

SUGGESTED STUDENT ACTIVITIES SHOULD INCLUDE^ RUT NOT RR TJj;iTTKn rn^ 

1. Make a time line, to scale, of the milestones 

in computer history, (additional world history dates 
should be included). 

2. Indicate on appropriate maps the location of 
important historic computer events. 

3. Work with a partner to prepare a skit telling about 
a major event in computer history. 

A. Make a list of events and/or people involved in 
computer history. 

5. Prepare a bulletin board "Computer Hall of Fame" 
with pictures or drawings about famous people 
and events in computer history. 

6. Read about one computer inventor or programmer 
and write a short summary about what the person 
did. Check reference books such as the 
encyclopedia. Possible choices are: Blaise Pascal, 
Charles Babbage, Lady Lo/elace, Dr. Herman Hollerith, 
Howard Aiken, J. P. Eckert, John Mauchley, Dr. John Von 
Neumann. 
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GOAL; 



HISTORY 



THE STUDENT IS ACQUAINTED WITH THE DEVELOPMENT OF 
NUMBER SYSTEMS. 

SUGGESTED STUDENT ACTIVITIES SHOULD INCLUDE^ RUT NOT RR rrMT^^ j^l 

1. Produce a class chart of decimal, binary and 
octal number equivalents. 

2. Refer to a computer reference manual to make a 
code number system using ASCII hexadecimal and 
send an important message about computers to 

a classmate.* 

3. Have a Math Bee in which teams convert numbers from 
the binary and/or octal number systems to the 
decimal number system. * 

4. With three of your classmates, show how a 

binary counter would work by counting from 0 to 8. 
The four students stand in a line, each with a 
plac=»rd. The placard has a zero and OFF on one 
side and a one and ON on the other. Each student 
represents a power of two place value in the binary 
number system. Initially, all the placards facing the 
class are at zero. When the teacher claps once, the 
first place person (at the extreme right facing the class) 
flips the placard to the one side. On the next clap the 
first place person flips the card to the zero side and 
nudges the person to his right who flips his card. 
Every tim^ a child turns the card so that a ONE is 
facing him. he will nudge the person next to him as 
a signal to flip the card. On every clap, the first 
place person flips his card. (Adopted from Bits 'n 
Bytes p. 49). ^ = 

5. Report on the need for, the development of, and 
the interrelationships of number systems. 

* See TRS-80 Model III Operation and Basic Language Reference 
Manual. 
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GOALS; 



SOCIAL IMPACT 



♦THE STUDENT IS ABLE TO IDENHFY COMPUTER USE IN 

THE COMMUNITY. 
♦THE STUDENT IS ABLE TO DISCUSS THE IMPACT OF 

COMPUTERS ON OUR LIVES. 
♦THE STUDENT IS AWARE OF THE IMPLICATIONS OF THE 

IMPACT OF COMPUTER TECHNOLOGY ON THE FUTURE OF 

SOCIETY. 

SUGGESTED STUDENT ACTIVmES SHOULD INCLUDE, BUT NOT BE LIMITED TO: 



A. COMPUTERS IN GOVERNMENT: 

!• Compile a list of local agencies that use computers. 

2. Find out how the local police department uses a 
computer. Hypothesize the use of computers in 
the area of law enforcement. 

3. Invite a representative from the Internal Revenue 
Service to speak to your class about the use of 
computers by that government ogency. 

^. Organize a panel discussion involving your class- 

mates to present the advantages and disadvantages 
of computer use by government agencies. 

B. COMPUTERS IN OFFICES: 



Review the classified section of the newspaper to 
learn of the numbers and types of positions that 
require computer skills. Write a newspaper want- 
ad for an office position that requires computer 
skills. 

Visit a local office to learn first hand how the 
computer is used in the office. Report to your 
. class. 

Take a survey to find out how people ir your 
community view the use of computers in oilling 
practices. Find out about ''customized billing". 

Write an illustrated description of the offices 
of the future. 

Create a computer job profile which describes 
several office jobs, training skills required, 
job responsibilities, etc. 

Make a collage with the theme, " Computers in 
Offices." 
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COMPUTERS IN SUPERMARKETS: 

1. Interview the manager of a local supermarket to 
learn about the store's VPC (Universal Product 
Code) system. 

2. List the ways the UPC helps a supermarket. 

3. • Design the supermarket of the future. 

4. Design a board game to teach your classmates 
about a "computerized" supermarket. 

COMPUTERS IN FACTORIES: 

!• Write a science fiction story about a computer 

that is used in a factory. 

2. Chart a comparison of factory jobs accomplished by 
humans, with those done by computers, 

3. Design a computerized factory worker. 

4. Visit a local factory to learn how computers 
are used. Report to your classmates. 

5. Take a survey to find out the cost of labor vs. 
the cost. of computers used in factories today. 

6. List the problems you think a computer might 
cause as it continues to be used in business, 

COMPUTERS IN BANKS: 

!• Teach a lesson to your classmates about the 

functions of ATM (Automatic Teller Machines), 

2. * Discuss a variety of bank statements with your 

classmates . 

3. Invite a representative of a local bank to speak 
to your class about the importance of computers 
in banks, 

4. Write an essay explaining some of the valuable 
results of using the computer in banking. 

COMPUTERS IN HEALTH CARE: 

1. List the ways computers are used in health care. 

2. Explain, in essay form, why you believe or do not 
believe, that computers will replace doctors 

in the future, 

3. How will the continuing development of robotics 
affect health care? 
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4. Discuss the use of computers by the physically disables. 
COMPUTERS IN THE MEDIA: 

1. Visit 8 local newspaper office to learn about 
the use of the computer in preparing a ne 'spaper. 
Write your opinion of the effect computers have 
on the newspaper industry. 

2. ExplciJn why you think using word processing is 
better or worse than using a typewriter. 

3. Evaluate the impact of using computer-written 

personal" letters. 

A. Find out who uses computers during a political 

campaign and election. 

5. Visit the computerized disc jockey at your local 
broadcasting station. 

6. Display and explain examples of computer graphics 
in advertising. 

COMPUTERS IN SCHOOLS: 

1. List the advantages and disadvantages of receiving 
all of your school instruction from a computer. 

2. Interview a school teacher, administrator, student, 
and parent to learn how these people feel about 
computer assisted instruction (CAI). 

3. Prepare a proposal of the ways in which computers 
might be utilized more effectively in the schools. 

A. Debate the issue of the trend of colleges and 

universities requiring students to purchase 
their own computers. 

5. Report on the ways in which computers are presently 

used in your schools. 

COMPUTERS IN THE SPACE PROGRAM: 

1. Write an essay in which you predict future uses of 
the computer because of the space program. 

2. Invent a new use for the computer in the space 
program. 

3. Prepare a scrap-book of computers in the space program. 

4. Draw and explain a computer operated space probe. 
COMPUTERS IN YOUR HOME: 

1. Take a survey to learn how many people have home 

computers, why they have the, and how they use them. 
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2. Find out how many typical home appliances that 
claim to have *'built in" computers are truly 
computerized. 

3, Diagram the computerized home of the future. 
MISCELLANEOUS: 

1. Investigate the uses of computers in sports 
and sporting events. 

2. If a computer were small enough and inexpensive 
enough for you to own and carry, what would you 
.use it for? 

3. Can you think of ways in whicn a computer could 

do something drastic to change the way people live 
today? Think about leisure time activities, 
personal privacy, conveniences, etc. 

^. Determine additional ways in which the computer 

is used in the world around you. Create an 
illustrated list. 
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TERMINOLOGY AND FUNCTIONS 



GOAL: 



THE STUDENT KNOWS AND UNDERSTANDS THE VOCABULARY OF 
TERMS RELATED TO THE COMPUTER AND COMPUTER USE. 

SUGGESTED STUDENT ACnvmES SHOULD INCLUDE. BUT NOT BE LIMITED TO: 



1. 


Complete the '"Vord Search" of computer terms. 


(Appendix A) 


2. 


Design a crossword puzzle using computer terms. 


(Appendix B). 


3. 


Write a paragraph using as many computer terms 
possible. 


as 


4. 


Create your own glossary of computer terms. 
(This may be in the form of an cn going 
compilation of terms and their meanings). 





TERMINOLOGY AND tJNCTIONS 



GOAL: 



THE STUDENT IS ABLE TO DISTIHGUISH BEIVEEN COMPUTER 
HARDWARE AND SOFTWARE. 



SUGGESTED STUDENT AaiVITIES SHOULD INCLUDE BUT . NOT LIMITED TO: 



Invite a computer expert, user, programmer, 
or another student who has participated in a 
computer course, to review the computer hardware 
with the students. 



Create a bulletin board display illustrating the 
wide variety of available computer hardware and 
software. 



Complete the "Parts of a Computer" worksheet. 
(Appendix C) 
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GOAL: 



TERMINOLOGY AND FUNCTIONS 



THE STUDENT KNOWS THE 5 MAJOR COMPONENTS OF A 
COMPUTER. 



SUGGESTED STUDENT ACTIVITIES SHOUIJ INCLUDE. BUT NOT BE LIMITED TO: 

!• Create your own diagram of the 5 major ^ 

components of a computer. (Appendix D) 



Write the names of the 5 components of the 
computer and describe the function of each. 



Design your own computer. Create a model 
which is unique but which contains the 5 basic 
components. Describe the functioning 
of your computer for your classmates. 



Collect store ads, catalogs, and flyers, or 
write to companies for catalogs. Using these, 
create a class computer file with index cards 
describing various computer components. When 
cards are completed, divide them into categories 
for INPUT, OUTPUT, CENTRAL PROCESSING UNIT (CPU), 
ARITHMETIC LOGIC UNIT (ALU), and- MEMORY. 
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TERMINOLOGY AND FUNCTIONS 

GOAL ; 

THE STUDENT IS MADE AWARE OF THE FUNCTIONS OF 
COMPUTERS. 

SUGGEST^ SITJDEOT BUT NOT BE LIMITED TO; 



1. 



Ust all of the things you think computers can 
do and why. Give examples of tasks a computer 
can do, but which are more advantageous for 
humans lo do. Then list activities which a 
computer cannot do and why. 



Work in a team to study a field such as 
science, education, government, etc.. Determl 
the difference between "human" tasks and 
•computer" tasks in that field. 



Visit a travel agency to learn how DATA is 
stored in the computer. 
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GOAL: 



TERMINOLXXSY AND FUNCTIONS 



THE STUDENT IS FAMILIAR WITH THE COMPUTER 
KEYBOARD. 



SUGGESTED STUDENT ACTIVITIES SHOULD INCLUDE . BUT NOT BE LIMITED TO: 



Salvage or borrow some manual typewriters. 
Students may not have typing skills which 
they will need. They can gain typing skills 
and save valuable time by utilizing the 
Keyboard Skills Activities in Appendix A 
(12-12d) of the Maine Computer Curriculum 
Project, Gr-^ide 3 curriculum. 



2. Prepare copies of a mock-up of your computer 
keyboard. This especially helps if typewriters 
are unavailable. Students should practice 

at the mimeographed keyboard, (Appendix E) 

3. Fill in a mock-up of a computer keyboard. 
Explain and/or demonstrate the function of the 
"special keys". (Appendix F) 
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APPLICATION 



GOAL: 



THE STUDENT WILL UNDERSTAND THAT COMPUTERS ARE BEST 
SUITED TO TASKS THAT REQUIRE SPEED, ACCURACY, AND 
REPEATED OPERATIONS. 

TEACHER NOTE: IMPORTANT - REVIEW "FLOPPY DISK HANDLING 
AND STORAGE" (APPENDIX L) BEFORE USING THE COMPUTER IN 
ANY ACTIVITIES. 

SUGGESTED STUDENT ACTIVITIES SHOULD INCLUDE, BUT _NOT BE LIMITED TO: 

1. Students construct bulletin boards consisting 
of collages illustrating computer uses. 

2. Students report on computer application in one 
of the following areas: business, weather fore- 
casting, banking, industry, etc.. 

3. Students invite guest speakers who use computers 
in their occupations. Request that speakers bring 
samples of computer printouts and interpret 

data for students.* 



Students prepare reports in which they anticipate 
future computer usage. In place of reports, consider 
brainstorming, small group presentations, debates, 
etc. . 



5. Students prepare and display a continuing documei ted 

list of where and how computers are currently being 
used. 



6. Students visit local businesses, agencies, etc., to 
learn where computers are currently being used. 

7. Students test their speed and accuracy against that 
of the computer by utilizing a program that gives 
an alphabetical sort. This should be done in two 
different ways to demonstrate speed: Trial #1 
Both the student and the computer begin at the same 
moment - The computer is turned on, the program is 
loaded, the data is entered, and the results are 
displayed. The student writes the information on 
cards and alphabetizes the cards. Trial #2 - Data 
has been entered into the computer and is ready for 
the sort. (Recommended Programs: DATABASE 
ALFALIST, BUBSORT/BAS). * 

^Appendix G 



APPLICATION 



page 17 continued 



To use the computer as a "Super Calculator",: students 
should experiment with a program such as CALCULATOR. 
Selected students should develop their own program to 
do simple calculating functions. * 

Selected students should develop their own program 
for finding averages, or use a program such as 
MARGRADE to count their grades. * 



♦Appendix G 
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GOAL: 



APPLICATION 



THE STUDENT IS ABLE TO DETERMINE WHETHER OR NOT A 
PROBLEM IS SUITED TO COMPUTER SOLUTION. 

TEACHER NOTE: IMPORTANT - REVIEW "FLOPPY DISK HANDLING 
AND STORAGE" (APPENDIX L) BEFORE USING THE COMPUTER IN 
ANY ACTIVITIES. 

SUGGESTED STUDENT ACTIVITIES SHOULD INCLUDE . BUT NOT BE LIMITED TO : 

!• To demonstrate that mental computations can be 

as fast or faster than the computer, allow two 
students to compute the same simple math problem. 
Beginning at the same moment, one student should 
solve the problem and provide the answer orally 
as the second student solves the problem and 
enters the answer into the computer for display 
on the screen. For this demonstration use the 
program, THREE MINUTE JOBBIE, (Appendix G) 

2. To illustrate that in order for a computer to 
solve a problem the problem must first be trans- 
lated and written in computer terms, use a non- 
mathematical program, such as BOUNCING BARNEY. 
In this exercise, students should identify the 
many different symbols and expressions used by 
the computer. (Must LIST the program on hard- 
copy) - (Appendix G) 

3. Teachers may review computer printouts of student 
test results for the purpose of demonstrating 
human interpretation of computer data. 

4. Students should contribute computer printouts from 
several non-school fields and interpret the data 
for their classmates. 

5. Students compile a list of tasks that would not 
be suited to computer solution. 
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APPLICAnON 

GOAL: 



THE STUDENT IS ABLE TO USE "CANNED" PROGRAMS IN 
A MICROCOMPUTER. 

TEAUiER NOTE: IMPORTANT - REVIEW "FLOPPY DISK 
HANDLING AND STORAGE" (APPENDIX L) BEFORE USING 
THE COMPUTER IN ANY ACTIVITIES. 

SUGGESl^D STUDENT A^^ BUT NCT BE LIMITED TO; 

1. Students may use ALPHAKEY for the purpose of 
becoming familiar with the computer keyboard 
prior to utilizing canned programs. 

2. Students should be encouraged to practice 
various skill areas such as: * 

Math: THREE MINUTE JOBBIES, GALAXY 
L.A.: FUNDAMENTAL PUNCTUATION PRACTICE 
Spelling: HANGMAN 
Science: NEWTON'S UW 
S.S.: CONTINENTS AND OCEANS 



Students should be encouraged to practir ^-cision 
making based on variables by using programs 
such as: HOT DOG STAND, TRAVEL AGENT, AND 
SURVEYOR. » 



A. Students should be encouraged to practice logical 

thinking and rapid recall through simulations such 
as: MEMORY BUILDER, LOST DUTCHMAN'S GOLD. AND 
ESCAPE. » 

5. Students should be encouraged to practice deductive 

thinking through edu-games such as: TEASERS BY 
TOBBS. » 

* Appendix G 
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PROGRAMMING 
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GOAL: 



PROGRAMMING 



THE STUDENT KNOWS TOAT IHE COMPUTER CAN USE A 
VARIETY OF LANGUAGES AND IS ABLE TO IDENTIH 
THE PURPOSE FOR WHICH EACH IS USED. 

TEACHER NOTE: IMPORTANT - REVIEW "FLOPPY DISK 
HANDLING AND STORAGE" (APPENDIX L) BEFORE USING 
IHE COMPUTER IN ANY ACTIVITIES. 



SUgggSjgP S_TUDENT ACTIVITIES SHOULD INCLUDE. BUT NOT BE LIMITED TO : 

1. Invite representatives of various occupe'cions 

in which computer languages such as COBOL, 
FORTRAN, etc., are used, to participate in 
a penel discussion of why these languages are 
used in a particular line of work. 



Create a list of occupations in which the 
various computer languages are applied. 
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PROGRAMMING 



GOAL: 



THE STUDENT IS ABLE TO CREATE A PROGRAM USING BASIC. 

TEACHER NOTE: IMPORTANT - REVIEW "FLOPPY DISK 
HANDLING AND STORAGE" (APPENDIX L) BEFORE USING 
THE COMPUTER IN ANY ACTIVITIf". 

SUGGESTED STODgrr ACTIVmES SHOULD INCLtgE. BUT NOT BE LIMITED TO; 

1. Refer to "Meet the Computer TRS-80", a kit b> 

Sunburst Publications. This kit provides in- 
struction in computer programming in the BASIC 
computer language. Students should progress 
through the following instruction folders in 
this kit: (Appendix H) 

1. Getting Started 

2. What Is A Program? 
Recommended 3. What If You Get An Error? 

Units 4. PRINT (Immediate Mode-Without Line Numbers) 

5. PRINT (Program Mode-With Line Numbers) 

6. GOTO 

If You Want 7. LET 

To Go Further 8. INPUT 



■"lick Reference Card 
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PROGRAMMING 

GOAL: 



THE STUDENT IS ABLE TO USE THE CX)MPUTER AS 
A PROBLEM SOLVING TOOL. 



TEACHER NOTE: IMPORTANT - REVIEW "FLOPPY DISK 
HANDUNG AND STORAGE" (APPENDIX L) BEFORE USING 
THE COMPUTER IN ANY ACTIVITIES. 



SUGGESTED STUDENT ACTIVITIES SHOULD INCLUDE, BUT NOT BE LIMITED TO: 



A series of exercises are provided in Appendix I - 
to strengthen problem solving skills: These 
exercises have been adapted from "Practicing 
Programming on the TRS-80" by Random House 
Publishing Company. (Appendix I) 
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I 

1 DIRECTIONS: Locate common computer terms within the grid of APPSHDIX A 

letters. The words are located on the vertical, horizontal, 
and diagonal axes. The words are in forward and reverse order 
of spelling. 



BASIC 
BREAK 

, CASSETTERECORDER 
CLS 

C0r«1AN0 

CURSOR 

OISKDRIVE 

ENTER 

GOTO 

INPUT 

LET 

MICROCOMPUTER 

NEW 

PASCAL 

PRINT 

PROGRfiM 

RAM 

ROM 

SHIFT 

SOFTWARE 

STRING 



BINARY 
BYTE 

CASSETTETAPE 

COBOL 

CPU 

DATA 

DISKETTE 

FORTRAN 

HARDWARE 

KEYBOARD 

LIST 

MONITOR 

OUTPUT 

PERIPHERALS 

PRINTER 

PROGRAMMER 

ROBOTICS 

RUN 

SILICONCHIP 

SPACEBAR 

SYNTAXERROR 
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U C W A C R T 

R A A R 0 E A 

S L R 0 B A P 

0 B E n 0 K E 

R E G Z L V C 

M A N D K F L 

0 Q R A n 11 S 



E L B R C S D 

I V E X A H I 

N T S T S I S 

U D T B S F K 

B P R E E T E 

A R I W T Y T 

S 0 N M T T T 

I G G I E F E 

C R C N R S D 

S A P S E P A 

I M U M C A T 

L n R H O C A 

I E 0 L R E I 

C R B I D B C 

0 B 0 S E A P 
N Y T T R R C 
C T I R C E M 
H E C H Q A 0 

1 E S D R n Z 
PRINTER 
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:q tK'2iR is the caii:< mc£R 

! » OCUi 2 = RIiSfT 3 = R-UP 4 = ^Da*l 



= UP 




5 = iin 


7 » L-CCW B'L-MP 


5 


14 


1 


BftSIC 


13 


12 


1 


BREAK 


1 


18 


1 


CftSSETTERECORDER 


18 


13 


1 


CLS 


t9 


4 




COMMOND 


13 


7 


1 


CURSOR 


2 


8 


2 


DISKDRIVE 


18 


3 




ENTER 


13 


B 


1 


GOTO 


14 


5 


1 


INPUT 


1 


15 


4 


LET 


13 


5 


3 


MICRDCQMPUTER 


C 

w 


11 


3 


NEW 


11 


8 


1 


PRSCfiL 


3 


9 


1 


PRINT 


20 


5 


2 


PROGRAM 


19 


18 


3 


RAM 


17 


17 


4 


ROM 


1 


19 


1 


SHIFT 


la 


9 


1 


SOFTWARE 


3 


16 


1 


STRING 



Answer Key 



3 


8 


1 


BINARY 


15 


15 


1 


BYTE 


6 


13 


1 


CASSETTETAPE 


14 


11 


1 


COBOL 


9 


IB 


1 


CPU 


9 


20 


1 


DATA 


1 


20 


1 


DISKETTE 


9 


B 


3 


FORTRAN 


1 


7 


2 


HARDWARE 


9 


10 


1 


KEYBOARD 


13 


17 


1 


LIST 


14 


1 


1 


MONITOR 


8 


11 


1 


OUTPUT 


6 


3 


1 


PERIPHERALS 


20 


14 


2 


PRINTER 


5 


15 


1 


PROGRftMMCR 


12 


IB 


1 


ROBOTICS 


3 


11 


1 


RUN 


10 


14 


1 


SILICONCHIP 


9 


19 


1 


SPACEBAR 


1 


5 


1 


SYNTAXERROR 
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E 


5 
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I 
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0 


F 


A 


S 


0 


N 


M 


T 


T 


T 




Q 


K 


R 


Z 


R 
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R 
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0 
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0 


P 
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E 


8 
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I 


M 


G 


C 


S 


T 


D 


T 
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0 
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15 
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P 
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18 
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N 


T 


E 
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20 




2 




4 




6 




8 


10 


12 


.14 


IB 


18 


20 
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APPENDIX B 



COMMON COMPUTER TERMS 



SHIFT 
BREAK 
ENTER 
PRINT 

N 

LET 

INPUT 

RUN 

NEW 

LIST 

CLS 

GOTO 

Spacebar 

Input 

CPU 

RAM 

POM 

Output 

Microcomputer 
Binar*^ 

Silicon Chip 

Byte 

Bit 

String ■ 



Hardware 
f'rinter 
Keyboard 
Disk Drive 
Cassette Tape 
Cassette Recorder 
Monitor 
Peripherals 

Artificial Intel llgence 

Robotics 

Software 

Disk, Floppy Disk, Diskette 

Programmer 

Program 

BASIC 

LOGO 

COBOL 

PASCAL 

Fur< I RAN 

Command 

Cursor 

DATA 

Syntax Error 
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E 






)3 w 

Input Devices 








storage Devlcas 




A device for storing . 



ciata It 's low ci<X 
' but slow and / 
chancy 





A row of keys on " 
which you type in 
data or commands. 
It's wired to the com- 
puter chip 



Another data-storing 
device It IS costly, 
but fast and reliable 



A device that con- 
trols gaiTU o on mon- 
itor or TV set- 




A wafer of silicon 
containing the (my 
transistors and cir«- 

cuits that make up 

Box where the chip conif;uter 
that does all the ^l^.-—^. 
computing is /"^''^-fS-X'^Ci-^ 
located. ASSWs:- ^ 

r'MfS-C — \ 



"1 



The device on which 
commands rrom the 
cr p show up. 



Output Devices 




(shoit for modulalor- 
dsniodulator) Equ*p« 
ment »hat links 
computers ever a 
telephone line. 



A mach.ne that 
prints 0!jt a paper 
copy of ,he compi^t- 
er's Nous inat h^^ 
''appeared on the 
monitor 
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EYE'ON, 



COAARUTSR SCiSfSSO 

PARTS of a COMPUTER 



Input Devices 




Storage Devices 

Tape Recorder 

A device for storing 
data. It is low*cost. 
but slow and 
chancy. 



Keyboard 

A row of keys on 
which you type in 
data or commands. 
It's wired to the com- 
puter chip. 



Joystick 

A device that con- 
trols games on mon- 
itor or TV set. 



Central 

Processing 

Unit 

Box where the chip 
that does all the 
computing is 
located. 



Chip 

A wafer of silicon 
containing the tiny 
transistors and cir- 
cuits that make up 
the entire computer 
brain. 



IMonitor or 
TV Set 

The device on which 
commands from the 
chip show up. 





Disk Drive 

Another data-storing 
device. It is costly, 
but fast and reliable. 



Disk 




Output Devices 







B 







































{Modern 

(short for modu lator- 
deny xjulator) Equip- 
ment that links two 
computers over a 
telephone line. 



r 



Printer 

A machine that 
prints out a paper 
copy of the comput- 
er's work that has 
appeared on the 
monitor. 




WftMfy Mender fwils penmuion to teachtr-Mtacnbtn lo maJu copies of this Teachins Muter for u» m t^elf cliwroomt only O W,tkh 



only C We^kl\ Rrtidt-r \9fU 
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APPENDIX D 



TSS 5 MAJOR COMPOHElfTS OP A COMPUTER 



Input 



r 



MEMORY 



CONTROL 






? 





ARITHMETIC 
LOGIC 

(ALU) 



I ^ output 



J 



CPU 
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36 



11 



■J \ 3 LiJ) V-r' i'H uX 




2,3 




( 



_4„: . 5 . ^6^. a.j i 8 



) 

9 



Q iw: i E 



ii lAj [sj ; D 



III \X C , V B N ; M 



r; it 



Y ! : u M I 



L0J 

0 P 



' . ! i 
i • J I 



6REAK 



i i 



(5> 



J 



H 



r 



- - .-^ I ^ 



K 



r — ! 

CWEAI 




< 



> 



"9~i r 



"1 



SPACE BAR 



: 5HiFT ' 

) ! I 



erJc 



37 



■ I, 



•s 



38 



APPSJtDXX a 



RESOURCSS 



T . FIELD TRIPS/GUEST SPEAKERS 



1. Hospital or Medical Center 

2. Local Credit Bureau 
3 • Local Bank3 

4. Insurance Companies 

5. Retail Stores - Super Market 

6. Local Newspaper 

7. Social Security Office 
0. Police Department 

9. Department of Motor Vehicles 

10. Power Company 

11 • Travel Agency 

12^ Automobile Dealerships 

13. School Department Central Office 

14, School Department Guidance Office 



II. RrCOMMElfDED PROGRAMS: 



CAPS 6- ( Computer Application Program Series) 



All Programs Could Be Made A\/ailable On One Disk 



ALFALIST 

ALPHAKEY 

noUNCING BARNEY 

BUaSORT/BAS 

CALCULATOR ' 

CONTINENTS AND OCEANS 

DA TA3ASE 

EXCAPE 

FUNDAMENTAL PUNCTUATION PRACTICE 

GALAXY 

HANGMAN 

HOT DOG STAND 

LOST DUTCHMAN'S GOLD 

MARGRADS 

MEMORY BUILDER 

NEWTON' 3 LAW 

SURVEYOR 

TEASERS BY TOBBS 
THREE MINUTE JOBBIE 
TRAVEL AGENT 
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1 

GETTING STARTED (MODELS III AND IV) 
DISK DRIVE 
(Mi th di skette) 

MODEL III and IV ar4» operated the same way? therefore the 
directions 9tven for one» apoiy to both. 

^4ot«>t««c IMPORTANT 
BE SURE THE DISK SYSTEM DOES NOT HAVE A DISKETTE IN EITHER 
THE TOP OR BOTTOM DRIVE UNIT. 

1. Turn the unit on by f I iopins the rocker switch located 
under the risht-hand corner. 

GET INSTRUCTION ON HOW TO HANDLE THE DISKETTES CORRECTLY. 
MISHANDLING THE DISKETTE CAN DAMAGE THEM PERMANENTLY. 

2. Get a diskette that contains the operating information 
(not a new unused one). 

3. Fully insert the diskette in the lower dnve umt 
(zero) and close the drive door. 

4. Push the (ORANGE RESET BUTTON). 

5* You will be asKed for the date in the form of 03/2£/S4f 
which you Should type and <ENTER) . 

5. You Will also be asKed ror the time^ but this is 
optional. Either type the time or just oush (ENTER). 

7. The next message. TRSDOS REftDY, indicate? you have 
proper l y i oaded the computer, 

9. To set the computer ready for orogramminst type the 
word BftSIC and push (ENTER). 

9. Push <ENTER) when you see the question: 

How Many Fi les ? 

10. ftiso push (ENTER) for the followins: 

Memory Size? 

11. Now you are ready to besin. 

12. The small, white, flashing ock that appears on your 
screen after the ) Sisn is called the cursor. The 
cursor tens you where anything you type will be 
printed on the screen. 

IMPORTfiNT 4t»»i*»#i»»i 
BEFORE YOU TURN THE COMPUTER OFF> REMOVE THE DISK. 
OTHERWISE YOU COULD EROSE OR fiLTER PROGRfiMS ON THAT DISK. 
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GETTING STftRTED (MODELS III PNO IV) 
DISK-DRIVE 
(without diskette) 

MODEL III and IV are operated the same way. therefore the 
directions siven for one. apply to both. 

I. Be sure the disk system does not have a diskette in 
either the top or bottom unit. 



2. Turn the unit on by flipping the rocker switch located 
under the risht-hand corner. The red tisht on the 
drive unit will conie on and the motor w« i I turn. 
Nothin? Will appear on the screent yet. 

3. Hold down the (BREOK) key while you PUSh the (ORRNGE 
RESET BUTTON). The foiiowms messase should appear: 

Cass? 

4. Press the (ENTER) key, and another messase should 
appear : 

riemory St ze? 



5. Press (ENTER) once again. 



Radio Shack Model III BasiC 

( c > ' 80 Tandy 

REftDY 



6. Now you are ready to toes in. 

7. The smaiu white flashing block that appears on your 
screen after the ) sisn is called a cursor. The cursor 
tells you where anythms you type w: ii be printed on 
the screen. 
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GETTING STftRTED «.MODELS III RND IV.) 
NO DISK DRIVE 



MODEL III and IV are operated the same way. therefore the 
directions 9iven for one. aooiy to both. 

1. Turn the unit on by f.iPPins the rocKer switch located 
under the risht-hand corner. 

2. The foiiowins messase should appear: 

Cass? 

3. Press the <ENTER> Key. and another message should 
appear : 

Memory S.ze? 

4. Press <ENTER> once aaain. 

Rad.o ShacK Model lU Bas.c 

REPDY 



Now you are ready to beg-, n. 



TH. sman. wh.te f < ash . n. ' .-^^jr" ""/Cursor 

ccree.i after the > s.^n .5 caMed a 

:ens you w-nere a.-.yf- r.9 you 'ype w. . . be pr.nt.d . 



Xho screen. 
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WBAT DOSS TEE COMPUTSR KNOH? 



When th€ TRS-^ao Is turned on, the BASIC language Is in the 
cooputev's memory. This allows the computer to ''understand'^ 
statements and commands that are part of BASIC. For example, 
the computer is able to solve math problems and print infor- 
mation on the screen. 

PROBLEMS SBCTIOH 

0 li ^^•^f*'"^"^" <^^^ ^ot come on as described, one or more 
or the following situations could exist. 

1. Your computer has a disk drive unit. 

If you are not sure, check with the teacher or 
read the ownar's manual. 

^9ju^JJSJL^ not be using the disk drive, 

hold down the BREAK key when you turn the computer on. 

2. The computer is not plugged in. 
^SjjifLiPJl' your teacher to play ic in. 

3. The computer is not properly set up (This would be 
with a Model I) . 

^SJji^LkPJV Check with your teacher or read the owner's 
manual . 

4. The brightness or contrast controls are oat of 
Adjustment . 

^SJjijL^Jl' Adjust the controls with the computer 
turned on. Ask your teacher or read the owner's manual 
for the location of *'he knobs. 

HOW TO TREAT TBS COMPUTER 

1. Do not turn the power off and on any more than you need 
to. If you turn the power off, u^ait a minute before you 
turn it back on . 

2. Keep the computer clean (no dust, gum, liquid or jelly 
fingers). 

3. Be gentle with the keyboard. it is one of the most 
expensive parts of the computer. 

B OW TO TURH THE COMPUTER OFF 

To turn the computer off, just press ^11 the buttons that 
you pushed to turn it on. On the Model l, there are two 
^^J^tons^, one at the back of the keyboard and one, marked 
^ow^r , to the right of the screen. on the Mod<fl III, there 
IS just one button, under the keyboard on the right hand side. 

KSOfi YOUR WAY AROUHD THE COMPUTER 

Take a good look at the computer keyboard. Although it is 
?c? c;ipS?e";L!^ * typei^riter, there are a few special keys 



NUMBER KEYS 



Somm computers havm two seta ot number kerjs on the ke^j^ 
bomrd, one on the right hand side and one over the letters. 
YOU can use either set to type numbers • 



The SHIFT Key 



Several keys have two characters on them. For example, 
the keys on the top row have both numbers and other characters 
on them* If you press any of th^tse keys, the computer will 
print out the bottom character . To set the computer to print 
out the top character, hold down the SHIFT key while you press 
Che key with the character . Do this fcr a few of the keys. 

Special Keys 

You should also know the following special keys: 

CLEAR - This key » 111 clear the screen. Try it. 

ENTER - The ENTER key tells the computer that you have finished 
typing a line and that it should accept the information . 

^ This key, called the backspace key, will move the 

cursor one space to the left and erase the character 
that you have just typed. Fo example, if you type 
HELL? instead of HELLO, press this key and the P will 
be erased. You can use this to correct typing mistakes 

1 before you press ENTEn . Try it. 
This )'ey will move the cursor down one line. Try it. 



* This symbol is on the same key as the colon. It stands 

for multiplication , 5*2 means 5 tim^s 2. 

This symbol is on the same key as the rt stands 

for subtraction or a negative number. 6-3 means 
6 minus J, -5 means negative 5 . 

/ This symbol is on the same key as the question mark 

and it stands for division. 6/2 means 6 divided by 2. 

^ Thij«; symbol is on the same key as the semicolon and 

it stands for addition. 8^2 means 8 plus 2, 



BREAK The key marked BREAK will stop the computer in the m 
middle of ^ program . 

0 This is the symbol for the number zero, 0. Do 

not use the letter O for this number^ as the computer 
will not accept it as a zero . 

Now you are ready to begin having some fun on the computer . 
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Commsntf 




DELETE 3« 


lo arast line 38 Irom I ha program 


DELETE 5--1t lo Mne& irom 6 lo 18. including iinas 6 ^na 18 


LIST 


lo pnni trie enura program on the scraan 


LlST2i 


10 LIST line 2i 


JST 6-10 


10 LtST fmcS 5 to 18. including lines 5 and 18 


.1ST 75- 


lo LiST ail Irom Una 76 on 


JST -51 


lo LiST ail .ines up to and including line 68 


New 


lo erd:»6 tr«c program from the computer's memory use this com 




mano «riin c«uiicn 


4tlKi 


to it:i« tT\c lOfT.puiar to (oiiow ine program instructions from ine 




bag lining 




lo HUN inc pfwyram. starting dt tine 






lat 


Ufa Example 


3REAK 


lo stGp the rwomng of a program 


:leab 


lo Clear the screen 


Inter 


to leii me compuiar to process the 




line mat yOo |ust typ«d 


iHlFT 


lo type me upper characters on SHlR gtvtts * 




the iveys SHIFT . Qive^ ^ 




lo erose (nc i«si cnaracier you 




typeo m 


1 


lo move Ine Cursor down ont) tme 
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t t 



££1 



< > 



< « 



> 5= 



standi lof addition 

starts toi suDtraction 

stands tor multiplication 

stands tor division 

stands tor the number zero 
(00 r>ot use the letter 0) 

to enclose strings 

to separate two or more state 
ments that are on one pro^rem 
line 

in comparisons, it stands tor 
equal to 

in comparisons, it stands lor lass 

man 

in comparisons, it stands lor 
graeter than 

in comparisons. It stands tor r>ot 
equel to 

in comparisons. It stends for less 
than or equal to 

in comparisons, it stands lor 
greater than or equal to 

to tell the computer mat a vari- 
able IS a string variable 



Eiemple 

18 PRINT 7 <f e 
18 PRINT 18 * 6 
18 PRINT 12 * 5 
18 PRINT 58/ 4 
18 PAINT 48 ^ 18 

18 PRINT "HELLO** 

K> PRINT "HI" INPUT A$ 
28 FOR X X 1 TO 8:N£XT 



18 IF A ^ BTHfN68 
28 IF 0$ s E$ THEN 81 

18 IFX<YTHEN28 
28 IF AKMI THEN 38 

18 IF A >B THEN 188 
28 IF CI >0| THEN 128 

16IFX< >Y THEN 288 
28 IF XIOYI THEN 68 

381FP<x O THEN 28 
48 IF SS < s T$ THEN 88 

66 IF R > :s O THEN 88 
64 tF P$ > = N$ THEN 88 

48 LET A$ = -CAT" 



48 



Type another number and press ENTER. Now what happened? 
The computer should have added the two numt>ers you just 
typed and printed the answer to the problem. 
What is the value of A? What is the value of B? 

•^^^•yP® PRINT A 
PRINT B 

Were you right? 

Did you remember to press ENIER ^her each line? 
Run the program and this time when the computer prints a ? 
type a letter mstead of a number. What happened? 
A 7RE00 message appeared on the screen. The computer 
did not accept the letter because a tetter is a string and the 
variable in the INPUT statement is numeric and will only ac- 
cept a number as a value. Remember that if a string variable 
follows the keyword INPUT any key, including numbers, will 
be accepted and become a string. 
Now press the BREAK key to stop the running of the 
program. 
Type NEW and press ENTER. 

Program 2 

Type 10 PRINT -TYPE A NU/\/lBrr^ 'T D 

20 PRINT "TYPE ANOTHf " ' * P ; INPUT E 
30 PRINT D: ' + •■£:• -".0 • ! 

Notice that in lines 18 and 20 we have two statements on a 
line: INPUT and PRINT. You can put two or more statements 
on a line if you separate them with colons. The PRINT state- 
ments in lines 10 and 20 above tell the person who is using 
the program wh^t infomnation to type. 

Type RUN and press ENTER. 

Add the following line: 
40 «.-. 10 

^Tvpe RUN and press ENTER. How did line 40 change the 
Bi^a Press the BREAK key to stop the program. 
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I 

Change lines 10 and 20 by typing a semicolon before the 
colon. 

Type RUN and press ENTER. What happened? 
Note that the computer printed the question mark at the end 
of the statement you made it print, instead of on the next 
line. 

Type NEW and press ENTER. 
Program 3 

Type 10 INPUT -TYPF YOUR NAtW" NS 

20 PRINT MCII.O.NS:- Nir' TOMEETYO'I" 

Note that in line 10 we use the INPUT statement to print a 
message on the screen before the ? appears. 
Type RUN and press ENTER. 
Change line 20 by adding a space between the 0 in HELLO 
and the quotation marks. 

Hint: Why did the computer print a space t)etween your 
name and NICE? 

Note that to put spaces in a sentence, the spaces must be 
within quotation marks. 

Type NEW and press ENTER. 
Test your ptogramming skills: 



1. Write a program that will first add. then subtract, then 
multiply two numbers that are input by the user of the pro- 
gram. Be sure to print the problems and the answers. 

2. Write a program to find the perimeter of a rectangle. The 
user of the program will input the length and width of the rec- 
tangle. Hint: Perimeter = 2 times the length + 2 times the 
width. 

3. Write a program to write thank you letters. The program 
should ask for your name, me name of the person who gave 
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The LET statement can be used in the imnfiediate mode 
(without line numljers) or in the program mode. We will begin 
using LET in the immediate mode. 

Example 1 . 
Type LtTA-oO IPresiiENUH I 

LLT Bi - -TRS- " ■ alter Cdch line. ; 

The computer nas now labelled two txjxes in memory. Box A is 
filled with 80 and box B$ is filled with TRS - . 



A 


BS 


80 


TRS- 



To find the value of a variable, you must use the PRINT 
. statement. 

Example 2 i„ ^ i 

Type Pf^'^' ^ . ENTtH I 

PftiM Lj^lier each lifie.j 

The numtMrSd and the letters TRS - should have appeared on 
the screen on two separate lines. Note that when we type 
PRINT A, the computer prints the value of the variable A. How 
can we print the letter A on the screen? Try it. 

Example 3 

Type Pi^'Nl Oi:A 
P^^INT A;B$ 

Note that if you want to print two variables next to each other 
on one line, you must separ./e them with a semicolon. 

Example 4 

Type LET B - 4 
LET C = A/B 
PhiNT C 
PRINT C 1- B 

The numbers 20 and 24 should have appeared on the screen. 
Note that the computer remembers the value that we assign to 
(5 - ariable so thai it can use the value later. 
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Now we will learn to use the LET statement in the program 
mode. When you use the LET statement in the program mode, 
the value of a variable is set during the program. 

Type NEW and press ENTER 

Program 1 

Type 10 LET A$ = HELLO 

Now type RUH ?nd press ENTER What happened? 
A ?TM Error message appeared. This message means type 
mismatch. A$ is a string variable, so HELLO must be typed 
between quotation marks. You will get the same error 
message if you use the LET statement to assign a string 
value ("JOHN") to a numenc variable (X). 

Now type the following. Remember to press ENTER after each 
line. 



ie LET A$ = • HELLO" 
20 LET B$ = "PETER" 
30 PRINT A$ 
40 PRINT B$ 

Type RUN and press ENTER. What happened? 

Change the program to print HELLO and PETER on one line. 

Hint: You must add a semicolon to one of the PRINT 

statements. 
Type NEW and press ENTER. 

Program 2 

Type 10D$ = 

20 E$ = 

36 F$ = •'•••••»» 

40 PRINT 0$ 
50 PRINT E$ 
60 PRINT F$ 

52 



Progrsm2 

Type '0 ^^^^^ "SOME THIM'';' m ' nn^TR 
.'0 euro 10 

10 PPINT -FIND MH ir VP • ^^• 



Type RUN and press ENTER. Press the BREAK key to stop the 
program. 

What happened? 

Why wasn't line 36 printed? 
Type NEW and press ENTER. 

Program 3 

Type oo;»iT WHAT YO".' 

: • '.r.io 40 

f i WHAT YOU r.» 

i!» p'>l^'^ NOT WHA' ' • 



Type RUN and press ENTER. 
Why didn't the computer print line 3d? 
Why didn't the computer create an endless loop as in 
Program 1? 

Hint: To which line does the GOTO statement refer? 
Type NEW and press ENTER. 

Program 4 

Type A = i 

L'o f'MiN r A 
.in A ^ A + 1 



Type RUN and press ENTER. 

Press the BREAK key stop counting. 

Note that in line 30 we made the variable A equal to itself 

plus another number. This is very useful tool to use on the 

computer. It is called a counter. 

Change this program to count by 2's. 
r> Hint: You must change something in line 30. 
m Run the program to see if you made the correct change. 

StOD the Droaram. 



Change line 20 by adding a comma at the end. 
Type RUN and press ENTER. Stop the program. Wha: 
happened? 

Type NEW and press ENTER. 
Test your pfogr§mmlng skills: 

1. Print your name on the screen in one column. 

2. Fill the screen with your name. 

3. Print your name in four columns on the screen. 

4. Write a program to count by 5's and fill the screen with 
numbers. 

S- Write a program to count by 9's and print the numbers ir 
four columns. 

REMEMBER: 

1. A GOTO statement lets you change the order in which the 
computer does the instructions in a program. 

Z A GOTO statement can create an endless loop, which will 
mal<e the computer do something over and over again. 

3. Use the BREAK key to stop the running of a program. 



4. A comma at the end of a PRINT statement makes the com- 
puter print in four column's on the screen. 

5. A semicolon at the end of a PRINT statement tells the com- 
puter to continue printing on the same line. 

6. Variables can be used as counters, for example: 

10 LET A = A -I- 1. Each time the computer follows the instruc- 
tions on line 19, it will take the value cJ the variable A, add 1 to 
it and set A equal to this new value. r- 



Program 3 
Type 



Old you remember to press ENTER after each line? Now type 
R'JN and press ENTER. 
What does line 20 do? 

Note that to make the computer print a blank line, type the 
Keyword PRINT with nothing typed after it. 
Akso note that to make the computer print out spaces, the 
spaces must be typed a;, a siring between quotation marks. 
Change tine 10 so that the first S in SPACES lines up with 
the N In Neat m line 30. 
Type NEW and press ENTER. 

Tasf four firogramming skills: 

1. Make the compuier print your name and address as they 
would appear on an envelope. Print a space between each line. 

2. Make the computer print the names of some of your 
friends. 

3. Make the computer print this design u^^'ng PRINT 
statements. 



». Make the computer solve four Math homework problems as 
n Program 2. 
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REMEMBER: 



1. To correct or change a program line, retype the line. 

2. A semicolon at the end of a PRINT statement tells the com- 
puter to continue printing on the same line. 

3. if an expression (for example, 4 + 2) is printed within quota- 
tion marks, the computer treats it as a string and prints It ex- 
actly as you typed it (in this example, 4 + 2). 

4. \f an expression (for example, 4 + 2) is printed without 
quotation marks, the computer will solve the expression and 
print the answer (in this example, 6). 

5. Except for the math symbols In expressions, all letters and 
symbols are strings and to print them you .eed to type them 
within quotation marks. 

6. To print a blank line, use a PRINT statement with nothing 
following it. 

7. To print spaces, place them within the quotation marks of a 
string. 

8. Remember to press ENTER at the end of each program line. 
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Example 3 

Type PRINT "18 + 65" 

Press the ENTER key. What happened? 
The computer should have printed: 18+65. 
What is the difference between Examples 2 and 3? 
Mote that when expressions are typed without quotation 
marks (as in Example 2 above), the computer prints the 
answers. However, when expressions are typed within 
quotation marks (as in Exa::iple 3 above), the computer 
prints them exactly as you typed them in. Anything that is 
typed within quotation marks is called a string. 

Examp>': 1 

Type PRINT "21*21 ="21 '21 

Press the ENTER key. What happened? 
The computer should have printed: 21*21 = 441 

Make the cornputer print the problem and the answer, as in Ex- 
ample 4, to each of the following problems: 

4. What Is 73*96? 

5. What is 749 -43? 

6. What is 571^? 

Example 5 

Type PRINT "MY NAME IS JOHN." 

Press the ENTER key. What happened? 
The computer should have printed: MY NAME IS JOHN. 
Note that when you want to print words or symbols, they 
must always be within quotation marks. Remember, any- 
thing that is typed within quotation marks is called a string. 
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Tesf your pmgramming skills: 

1. Make the computer print your own messages on the 
screen. 

. 2. Make the computer do some Siiinmetic problems fc^ you. 
REMEMBER: 

1. Always type the keyword PRINT before typing In any num- 
bers, letters, symbols, or expressions that you want printed on 
the screen. Othenvise you will get an Error message. 

2. Numbers can be typed without quotatlor .-narks. If an ex- 
pression such as 4 + 5 is In a PRINT stater jnt without quota- 
tion marks, the computer will print the answer. 

3. If numbers or expressions are in a PRINT statement within 
quotation marks, they will be printed exactly as they were 
typed in. Anything typed within quotation marks Is called a 
string. 

4. Except for the math symbols In expressions, ail letters and 
symbols are strings and must therefore be typed within quota- 
tion marks. 

5. Note that * means multiplied by and / means divided by. 

6. The CLEAR key clears the computer screen. 
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3. The line contains come misplaced or illegal punctuation. 
Often people have a tendency to punctuate BASIC as they do 
English. When you are writing a program, do not use any punc- 
tuation unless it is required by BASIC. 

?NF Error stands for NEXT without FOR. 
Here are come common ?NF errors: 

1. A NEXT statement is in the program without the cor- 
responding FOR statement. 

2. The wrong variable is given in a NEXT statement. For 
example: 10 FOR X ::r i TO 1000 

20 NEXT A 

The variable on ime 20 should be X or left off. 

3. When you i nested FOR . . .NEXT loops, you have to 
finish the insioe loop first, and then the outside loop. For 
example: 

Wrong Right 
r10 FOR X = 1 TO 20 r-10 FOR X = 1 TO 20 

rf20 FOR B = 1 TO 10 r20 FOR B = 1 TO 10 
••30 NEXT X NEXT B 

^40 NEXT B NEXT X 

4. There are more NEXT statements than FOR statements. 

?MQ El TQf 
.?M0 Error stands for missing operand. 

Here are some common ?M0 errors: 
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1. A variable or value is missing in a LET statement. For ex^m* 
pie: LET X = • 

In this case. X must be set equal to a value or a variable. \ 

2. A variable or value is missing in a comparison. For exam* 
pis: 10 IF X < THEN 50. He'e we forgot to give the second 
value in the comparison. 

?TM Error 

?TM Error s'ands for type mismatch. This happens when 
you try to compare a string variable with a numeric value, or a 
numeric variable with a string value. It also happens when you 
try to set a string variable equal to a numeric value, or a 
numeric variable equal to a string value. 

Here are some common ?TM errors: 

1. LET X = "HELLO" 

X is a numeric variable and HELLO has a string value. 

2. LET B$ = 4 

B$ is a string variable and 4 is a number. A string must b 
within quotation marks. 

?/0 Error 

?/0 Error means that you tried to divide by zero. 0, whiph car 
not be done. - 
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4» You must piess ENTER after you type each program line- 

5. To add a program line, type the line and press ENTER. The 
computer will put the line In the proper place. 

8. If you want to change a projram line, simply retype it. 

7. To erase a line, type the line number and press ENTER. To 
erase many lines, use DELETE (this will be explained under 
COMMANDS). 

Commands 

Commands are one-word instructions that are used in the 
immediate mode to tell the computer to do something. To use 
a command, type the command and press ENTER. Com- 
mands do not need line numbers. 

Here are some of the commands you should know: 

RUN The RUN command tells the computer to start 

following the instructions of the program in the 
computer's memory from the beginning. 

RUN 50 The RUN command followed by a number tells 
the computfir to t)egin following the instruc- 
tions, starting from the given line number, in 
this case from line 50. 

The LIST command tells the computer to list 
(or print) the entire program on the screen. If 
the program Is too long to fit on the screen, 
hold down the SHIFT key and press the @ 
key to stop the list. Press any key to continue 
the list. 
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LIST 80 The LIST command followed by a number tells 
the computer to list only the given line number, 
in this case, 80. 

LIST 5—10 This will list all lines from 5 to 10, Including 
lines 5 and 10. 

LIST 75— This will list all lines starting from line 75. 

LIST —50 This will list all lines up to and including line 
50. 

NEW Use this command with caution. It will erase 

the entire program from memory. 

DELETE 30 The DELETE command will erase the instruc- 
tions on the line number you type in, in this 
case, line 30. 

DELETE 5—10 This command will erase all lines from 5 to 10. 
including lines 5 and 10. 

Type the following program so you can practice these com- 
mands. Be careful not to make any typing errors. If you make a 
mistake, t>efore you press ENTER, use the backspace key. 
Otherwise retype the line. Remember to press ENTER after 
each line. Now type NEW and press ENTER. 

Program example 

_ ■"•HIT . 

Type 

• --isji • '^|Tf : 

'>1K|T « »i' ' 
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LESSON 1: 

Using fehe PRINT Statement 

■You can use the PRINT statement to put any keyboard character on 
theTRS-80 screen. For example, you can keyboard 

PRINT "HAVE A NICE DAY!" 

■Then you push the ENTER key. The computer will display the char- 
acters HAVE A NICE DAY! and the cursor will move to the next line on 
the screen. 

■When you write a program with more than one numbered line, you 
need to press ENTER after each line. Then type RUN to make the com- 
puter display your message. For example, 

10 PPINT "HELLO- 

20 END 

>RJN 

HELLO 
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1. Read the program. Then look at the outp'.it >RUN 

and write what is missing on the blank lines. ONCE UPON A TIME 

1 Q PRINT "ONCE UPON A TIME" 

20 PRINT 'THERE WERE THREE BEARS:" " 
30 PRINT "THE PAPA BEAR." 

40 PRINT "THE MAMA BEAR.'" ^^^^ 
50 PRINT "ANO THE BABY BEAR." 

60 END 



Read the program. Then look at the output 
and write what is missing on the blank lines. 
NOTE: Spaces inside the quotation marks 
count as characters, too. 

10 PRiNr "JOBS ro oo tooay • 



20 PRINT" 

no PRINf" 

40 PRINF" 

50 PRINT" 

60 END 



CLEAN MY ROOM" 
00 HOMEWORK" 
00 LAUNORY" 
SHOP FOR FOOD" 



>RUN 

JOBS TO 00 TOOAY 
CLEAN MY ROOM 



63 



cx2Gcx:QQaQaQda3cx3aQacx]3c^ Writing Input 



3. Look at the output on the screen. Then read 
the program and fill in the missing lines. 
NOTE: To leave a blank line on the screen, 
keyboard PRINT. Then, press ENTER. 










BETWEEN UNES. . . 




1 SKIPPED THREE LINES. 









ia pp^^fr "BETWEEN UNES. 

2C PRINT 



30 



4(9 



5B PRNT "I SKIPPED THREE UNES." 
68 



4. Look at the output on the screen. Then read 
the program and fill in the missing lines. 

/ =\ 
>RUN 

DEAR MARY. 

HOW ARE YOU? I AM HAVING 
FUN ON MY VACATION. 

SEE YOU SOON, 
ANITA 

^ ) 



1(3 

20 PRINT 

30 PRINT" HOW ARE YCiU? I AM HAVING' 

40 

50 

60 PRINT " SEE YOU SOON." 

70 

ao ENO 



5. Read the output on the screen. Then write 
a program that will produce this output. 



/ 




>R(JN 




HELLO HELLO 




HELLO HELLO 




HELLO HELLO 




HELLO HELLO 




. . . GOODBYE! 






> 
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20 
30 
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7. Write a program which displays the words 
THE DAYS OF THE WEEK ARE:, skips 
a line, and lists the days of the week, one 
day per line. The days should be indented 
five spaces from the left edge of the screen. 



8. Write a program which displays your name 
indented six spaces. Then, display the name 
of your school right below it. The program 
should then skip two lines and display your 
school's address indented 10 spaces. 
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LESSON 2: 

Using Arithmetic Operationa 



■You can use the PRINT statement to have the computer calculate and 
display the answer to an arithmetic problem. For example, 

3to PRINT 28/7 

displays 4 as the output. Do not use quotation marks when you want 
the computer to do a calculation and only print the answer. 
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I. Read the program. Then look a. the output >RUN 

and write what is missing on the blank lines. 1 7 

NOTE: The symbol * means "multiply" and 

/ means "divide." 

56 

10 PRINT 14 + 3 

20 PRINT 14-3 

30 PRINTS • 7 15) 
40 PRINT 8*7 + 2 
50 PRINT 30/3 
60 END 



2. Read the program. Then look at the output >flUN 
and write what is missing on the blank lines. 

NOTE; Notice that a space is left before the 

computer prints a number. 6 

10 PRINT "MULTIPLES OF 6:'* 

20 PRINT 1 • 8 ia 

30 PRINT 2 • 8 

40 PRINT 3 • 6 

50 PRINT 4 • 6 

60 PRINT 5 • 6 

70 END 
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Writing Input 



3. Look at the output on the screen. Then read 
the program and fill in the missing lines. 
NOTE: Numbers in parentheses are calcu- 
lated first. 







4<B 


f>RUN 






(10 + 4)/2 » 




! 50 


7 




60 


ia + (4/2] » 




70 


12 




60 






90 


(4x3) (7-2) » 






17 













10 

20 PRINT (10 4]/2 
30 PRNT 



PRINT (4 • 3) (7-2) 
END 



4. Look at the output on the screen. Then read 
the program and fill in the missing lines. 



>RUN 

IF THCFIS ARE NO PARENTHESES. 
00 THE MULTIPLICATION 
AND DIVISION FIRST. 

5 3 X a » 
11 

10-6/3 =» 
8 



10 

20 PRI" <T "00 THE MULTIPUCATION" 



30 

40 PRINT 



50 

6(3 PRINT 5 + 3*2 



70 

80 PRINT "10-6/3 =" 



90 

100 ENO 



5. Read the output on the screen. Then write 
a program that will produce this output. 



>RUN 

(10 f 2l-(10/2) 
7 

10-(12/4)X3 = 
1 



J 



10 
20 
30 
40 
50 
60 
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C« Read the output on the screen* Then write 
a (mgram that will produce this output. 
HINT: Use a PRINT statement to divide 24 

, by some number to obtain each factor. 




10 

20 
30 
40 

50 
60 

70 
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Problem Solving CBC«cacaGac«aaGaG«c«aKec«a«Q 



7. Write a program that uses the numbers 2, 4, 
and 5 in three different number problems 
(example: 4 + 2x5). The program should 
use PRINT statements to display the prob- 
lems and the answers. 



8* Write a program that lists the squared num- 
bers from 1 squared to 5 squared* using 
PRINT statements to calculate each square. 
Display a title for the list first. HINT: To 
square a number, multiply it by itself. 
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6, Read the output on the screen. Then write 
a progran that will produce this output. 



f>RUN 






20 


COUNTING BY vl: 






30 


3 6 


9 


12 


40 


15 18 


21 


24 




27 30 


33 


36 


50 


39 42 


45 


48 








SO 








70 



80 
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7. Write a program that displays four anth- 
metic problems in this form: 17 x 3 = 51. 
Use a semicolon to )oin the two sides of each 
equation. Use the TAB function to start each 
equation at the fifth column of the line. 



8. Write a program that displays the namt of 
twelve students in your school or three hnes 
of the screen, four names to a line. Display 
a heading first, skip a line, then display the 
names. 



69 
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LESSON 5: 
Review 
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1. Read the program. Then look at the output 
ai\d write what is missing on the blank lines. 

1 (S PRINT "MONEY EARJED THIS WEEK:" 
aa PRINT 

3B PRINT ••JOE'\"JIUL"."JACK" 
PRINT •••• •• 



4(B 
50 
60 
70 

ao 

90 PRINT 9.26.8.41 .a.23.-T0TALS" 
100 END 



PRINT 5.11.4.57.1 a? 
PRINT 1.72.3.11.5.22 
PRINT 2.43.2.73.1. 14 
PRINT •• ••_ 



>RUN 

MONEY EARNED THIS WEEK: 



JOE 
5.11 



9.26 



JILL 
4.57 



8.41 



JACK 



1.87 



8.23 



TOTALS 



nrinnnmnrinnnnnnnrnnnnnnmnnnnnn ^^ritlng InpUt GCQQCQOCaCGOQQaOGOCQOOQQCJOaQCCjQ 



2. Look at the output on the screen. Then read 
the program and fill in the missing lines. 



■r 


\ 


; >RUN 


, ••NEWSR-ASH** 




; 23 COMPUTERS 




HAVE BEEN SPOTTED 




' DRIVING SOUTH 




ALONG HIGHWAY 23! 






J 



10 

20 

30 
40 

SO 
60 
70 

ao 

90 
100 

110 
120 



PRINT 



PRINT 25 - 2; 



PRINT "HAVE BEEN 
PRINT "SPOTTED" 



PRINT " ALONG HIGHWAY* 
PRINT 20 + 3: 



END 



16 



70 



3. Read the output on the screen. Then write 
a ptograsi that %vUl produce this output. 



V— 

^ >RUN 




• 




• • 




• • 




• • 




• 




MICBO 




THE GOOD SHIP 


MICRO 




J 



10 . 

20 

30 

40 

50 

60 

70 

80 

90 

100 
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4. Write a program that draws the outline of a 
postage stamp, fifteen columns wide and 
e -^ht iines hiv'ih. Display a house inside the 
stamp. At the. top of the stamp, display the 
words U. S. r-OSTAGE. 



5. Write a prog. am that displays five division 
equation^! with a rectangle around the whole 
set. Use the TAB function lo indent the en- 
tire rectangle so that it starts at the eighth 
column. 
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LESSON B: \ 
Uaing INPUT Sfeatement-« 

■You can use the INPUT statement to make the computer stop and wait 
for the '•erson using the program to keyboard in information. For ex- 
ample. 

60 PRJNT "PLEASE TYPE YOUR NAME:" 
70 INPUT N$ 

makes the computet display the words PLEASE TYPE YOUR NAME: 
and place a question mark on the next screen Uie. The computer then 
waits until the user mputs the data and presses the ENTER key before 
executmg the rest of the program. The data is stored as the variable N$. 
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I. Read the program. Then look at the output >RUN 
and write what is missing on the blank lines. 

10 PPINT "WHAT GRADE APE YOU IN?" 09 
20 INPUT G 

30 LET N = G + 1 

40 PRINT "NEXT YEAR YOU Wia BE" 

53 PRINT "IN GRAOE"; N; "." 

60 END 



2. Read the program. Then look at the output 
and write what is missing on the blank lines. 

1 0 PRINT "NAME AN ANIMAL: " 

20 INPUT AS 

aC' PRINT "NAME ANOTHER ANIMAL:" 

40 '"'OUTBS 

50 LET AS = AS "S" 

60 LET B$ = BS f- "S" 

70 PRINT AS." AND ••.BS 

80 PRINT "ARE WVO KINDS DF ANIMALS " 

90 END 



>RUN 

NAME AN ANIMAL: 



N'VME ANOTHER ANIMAL 



HORSES AND COWS 



24 
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3. Look at the output on the screen. Then read 
the program and fill in the missing lines. 



>RUN 

GIVE ME A SMALL NUMBER: 

?a 

GIVE ME A LARGER NUMBER 
?10 

THE DIFFERENCE IS 8. 



4. Look at the output on the screen. Then read 
the program and fill in the missing lines. 



>RUN 

THINK OF A THREE-LETTER WORD. 
TYPE THE RRST LETTER: 

TYPE THE SECOND LETTER: 
?A 

TYPE THE THIRD LETTER: 
7T 

YOUR WORD IS CAT. 



10 PRNT "GIVE ME A SMAL*. NUMBER:' 
20 



30 

40 INPUT Y 

50 LET D =- Y-X 



60 

71L END 



10 

20 PRINT "TYPE THE RRST LETTER: • 

30 INPUT AS 

40 PRINT "TYPE THE SECOND LETTER: 



50 

60 PRINT "TYPE THE THIRD LETTER: 



70 

80 LET OS = AS 85 CS 



90 

100 END 



>. Read the output on the screen. Then write 
a program th;»t will produce this output. 



f 




>RUN 




TYPE THREE NUMBERS: 




?5 




?7 




?a 




5 X 7 X a rr 70 




5 > 7 1- 2 = 14 






J 



10 
20 
30 
40 
SO 



60 

70 



«. Read the output on ttie screen* Then write 



~ program dut wiU produce this output ^9 


>RUN 


1 20 


' TYPE TWO NUMBERS: 


30 


73 


?4 


40 


1 N 10 xN 10Q x A 


50 


'. 8 SIB 800 


60 


' 4 40 400 


\ 


70 




80 




90 



cwcmcmcmcmcmcmcmcmzmnwcmcmcmo Problem Salving c«c«a«c«a«G«ceG«c«c»c«3«a«c«a 



7. Write a program that asks for three 
bers, then calculates, and reports their av- 
erage. 



8. Write a program that asks the user to type 
in four words, then displays the words in 
reverse order from the way they are en- 
tered. 
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APPENDIX I— 



ANSWER KEY FOR TRS-M 



nfll^'J?! workbook wi!I work 

LESSON 1 

1. THERE WERE THREE BEARS- 
THE PAPA BEAR 

AND THE BABY BEAR. 

2. DO HOMEWORK 
DO LAUNDRY 
SHOP FOR FOOD 

3. 30 PRINT 
40 PRINT 
60 END 

10 PRINT 
40 PRINT 
50 PRINT 
70 PRINT • 



* Answer Key* 



5. 



10 PRINT 
20 PRINT 
30 PRINT 
40 PRINT 
50 PRINT 
60 PRINT • 
70 END 



■DEAR MARY." 

FUN ON MY VACATION 

ANITA" 
■HELLO HELLO^ 
■ HELLO HELLO^ 
HE-^O HELLO" 

HELLO HELLO" 

'• • ■ GOODBYE!" 



7. 



10 PRINT "FIVE. 
20 PRINT "FOUR 
30 PRINT "THREE. 
40 PRINT "TWO. 
50 PRINT "ONE 
60 PRINT 

70 PRINT "BLAST OFF' " 
ao END 

10 PRINT "THE DAYS OF THE WEEK ARP 
20 PRINT 'ncwvthKARE: 

SUNDAV 
MONDAY^ 
TUESDAY- 
WEDNESDAY" 
THURSDAY- 
FRIDAY" 
SATURDAY^ 



30 PRINT " 
40 PRINT " 
50 PRINT " 
oO PRINT " 
70 PRINT " 
SO PRINT " 



''O PRINT 
100 END 



10 PRINT ■ 
20 PRINT ' 
30 PRINT 
40 PRINT 
50 PRINT ■• 
ADDRESS" 
60 END 



MY NAME 
MY SCHOOL" 



MY SCHOOL'S 
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ON 2 



1. 11 
55 

2. MULTIPLES OF 6- 

12 
24 
30 

3. 10 PRINT "(10 -I- 4) '7 
50 PRINT 10 + (4/2)" 

70 PRINT "(4 X 3) + (7 - 2) = •■ 

4. 10 PRINT ■ IF THERE AkE NO 
PARENTHESES.- 

30 PRINT "AND DIVISION FIRST 
50 PRINT "5 + 3x2=-- 
70 PRINT 

^ PRINT 10 - 6/3 



5. 



6. 



10 PRINT -do + 2) - (10 7) _■ 
20^R^NT(I0 4- 2) - (10/^) 
30 PRINT 

40 PRINT "10 - (I2'4) x 3 = ' 
50 PRINT 10 - (12 4) -3 
00 END 

.^0 PRINT 24 3 
40 PRINT 24 8 
50 PRINT 24 12 
oO PRINT 24 o 
70 END 

7- 10 PRINT 2 -t- 4 - 5 
20 PRINT 2 + 4-5 
30 PRINT •5x4+2=- 
40 PRINTS '4+2 
50 PRINT ■(4'2) X 5 =" 
oO PRINT (4/2) • 5 
70 END 

8. 10 PRINT SQUARED NUMBERS FROM 1 TO 

20 PRINT I ♦ I 
30 PRINT 2 • 2 
40 PRINT 3 • 3 
50 PRINT 4 ♦ 4 
oO PRINTS ♦ 5 
70 END 



LESSON 3 



^ 'HAPPY BIRTHDAY' 
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-t, ' *•* • • 



2. BLANK LINE 

I # 

# # 

3. 20 PRINT" @" 

40 PRINT "+ + + + + + + + + + +" 
50 PRINT " @ @" 
70 PRINT " @" 

4. 30 PRINT 

50 PRINT ■■ X X 000 000" 
70 PRINT 0" 

5. 10 PRINT -DOES THIS LOOK" 
20 PRINT • LIK6 A "RUCK" 

JO PRINT TO YOU? 

40 PRINT" : 

50 PRINT " / 

60 PRINT " 

70 PRINT " ^00_ 

30 END 



..OO. 



PRINT DO YOU WANT TO PLAY?' 
20 PRINT 

00000 K K" 

■ 0 0 K K" 

0 0 KK" 

• 0 0 K K" 

• 00000 K K" 



30 PRINT 
40 PRINT 
50 PRINT 
oO PRINT 
70 PKINT 
80 END 



NOTE: You may wish to suggest that studen>s 
us« a copy of the TRS Graphic Sheet, found on 
page 64 of their workbook, to plot their picture 
before they write the programs for 7 and 8. 



7. 



10 PRINT 




7777" 


20 PRINT * 




7 7" 


30 PRINT 




7 7" 






7777" 


50 PRINT "• 




7 r 


60 PRINT "• 




7 7" 


70 PRINT "• 




7777" 


80 END 






10 PRINT "X 


X! 


1" 


20 PRINT" X 




j" 


30 PRINT "X 


X! 


1" 


40 PRINT " 






50 PRINT " 


:ooo(" 


oO PRINT " 


10 01" 


70 PRINT " 


!000!" 


80 PRINT "... 






90 PRINT " 


I 




100 PRINT " 


! 


r 


110 PRINT ". 


V 


r • 


120 END 
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LESSON 4 

1. THREE. FOUR. SHUT THE DOOR. 

nvE. :ix, PICK UP sticks 

SEVEN. EIGHT.. LAY THEM STRAICIfT. 

2. HERE ARE TWO EQUATIONS: 
8 X 5 = 40 

3. 30 PRINT "IIM". -XT'. ^O". "16" 
50 PRINT "ALICE" "15". '22". "17' 
60 PRINT "BOB". "20". "18". "16" 

4. 30 PRINT TAB(5): "THREE" 
40 PRINT TAB(8); ' FOUR " 
60 PRINT TAB(3) SIX 

70 PRINT "SEVEN- 

5. 10 PRINT THESE ARE HOMOPHONES ' 
20 PRINT 

30 PRINT "TO". "TOO". "TWO" 
40 PRINT "READ"., "REED" 
50 PRINT "WHO'S" "WHOSE" 
oO PRINT RIGHT". RITE" WRITE 
70 END 

6. 10 PRINT 

20 PRINT ■CCUNTIN'C BY 3 ■ 

30 PRINT 

40 PRINT 3.6.9 12 

50 PRINT 15.18,21 24 

oO PRINT 27 .W 33 

70 PRINT 30 J2 45 48 

80 END 

N'OTF: Be sure students leave a space before the 
closing quotation marks in lines 10, 30, 50,, and 
70 so that the problems will be nrinted correctly 
when program 7 is run. 



7. 10 PRINT TAB(5):' 78 + 543 = "; 
20 PRINT 78 + 543 

30 PRINT T/\B(5/;"5o 4 = ". 
40 PRINT 56/4 

50 PRINT TAB(5); '23 x 45 = ", 

oO PRINT 23 • 45 

70 PRINT TAB(5}: 456 - 234 = 

80 PRINT 45o - 234 

00 END 

8. 10 PRINT "STUnENTS IN MY SCHOf^' ' 
20 PRINT 

30 PRINT "AL". BETTY". "CAROL". )AN" 
40 PRINT 'ELAINE". FRANK". "GLORIA". 
"HOWARD" 

50 PRINT "ISADORE ", "lUAN". "KARL", 

"LAURA" 

60 END 
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LESSON S 



1.72 
2.43 



3.11 
2.73 



J,22 
1.14 



••NEWSFLASH*- 



2. 20 PRINT^" 
30 PRINT 
SO PRINT "COMPUTERS - 

80 PRINT 'DRIVING SOUTH " 
110 PRINT "!" 

3. 10 PRINT" . •• 
20 PRINT " 

30 PRINT 

40 PRINT • 

50 PRINT ■ 

60 PRINT " • 

70 PRINT -.MICRO ••" 
9f "RINT •• " 

^ .'RINT -THE-.-COOD-.-SHIP" -MICRO- 
luO END 

. 10 PRINT • 

20 PRINT U S POSTAGE 
30 PRINT •! 
40 PRINT ■•' . . 
=?0 PRINT '! 
oO PRINT ■' : 

70 PRINT -' " 

JiO PRINT • 

E.ND 

10 PRINT TAB (8) • 
20 PRINT T.AR 
^0 PRINT TAB '31. 
40 PR INT TAB(8)- 
50 PRINT TAB (3> 
00 PRINT TAB(8). ' 
70 PRINT TAB m. ' 
80 END 



;0 5=2 
35 7 = 5 

100 2 = 50 
^0 o = iO 

200 4 = 50 



SjmUNT "THEY EARNED"; DrDOLLARS PER 

100 PRINT "ED EARNED":D ' Y:"DOLLARS." 
S. 10 LET X = 10 

20 PRINT X.2-A, 3-X4-X 
30 PRINT 5-X. 6-X. T'X S'X 
40 PRINT 9-X. 10- X. 11 -X 12-X 
50 PRINT 13-X.. I4-X. IS'X 16-X 
60 PRINT 17*X. 18'X. N'X ZO'X 
70 END 



NU.SfBER-. TOT-a' 



6. n PRINT "NUMBER 

20 PRINT - 

.'^0 LET A = 7 LET B = 5" 
40 PRINT A.B.A + B 

50 LET A = I5:LET B = 2 
60 PRINT A.B.A + B 
70 LET A = 25 

SOPRINTA.A.A + A 
<J0 END 

7. 10 I ET L = 1 1 
20 t ET W = 8 5 
30 LET A = I. • VV 

40 PRINT -THE LENGTH IS' I INX HES 
50 PRINT -THE WIDTH IS ' W \\( f (Rs 

oO PRINT THE AREA IS" A SQCARE 
INCHES • ■ 
70 END 

8. 10 LET N = 3 
20 PRINT N 
30 LET N = 2 • N 
40 PRINT N 
50 LET N = 2 • N 
oO PRINT 
70 END 



LESSON 7 



LESSON 6 

1. 3 
16 
II 



2. 
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4 

8 



0 
0 

12 



8 

12 

16 



.•^0 LET A = 1 5- LET 8 = 7 
00 PRINT "8 X 10 =" C-D 
70LETE = ?,4:LETF = 6 

20 PRINT "SUE WORKED". X;"HOURS 
60 PRINT T;-HOUKS." 



1. LONG LONG LONG 
THIS IS A LONG LINE 

2. PAINTER 
DRAWER 
DRFSSER 



50 PRINT " 
oO PRINT • 
30 PRINT - 



4. 



S. 



I'l.FASE SEND ' R$ 
OF POTATOES " 
".C$ 



40 LET NS = BS + DS + AS + CS 

50 LET PS = CS + 1^ ^. AS + CS + B$ 

80 PRINT MS 

10 LET AS = "I LIKE" 

20 LET B$ = "ICE CREAM." 

30 LET C$ = "FLUMS,":LET D$ = "PIZZA 
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40 LET E$ = "SHRIMP." 




50 PRINT A$;B$ 




60 PRINT A$;C$ • 




70 PRINT A$;D$ 




80 PRINT AS;E$ 




90 END 




6. 10 LET AS = ' HOIKF" f PT R« 




20 LET C$ = '■FIRF"'LFT - 


PI V" 
rL T 


30 LET ES - "PRINT" I PT Fc; - 


'•r\i IT" 


40 LET XS = AS + BS 




50 I FT YS = r^j; 4. 




60 LET ZS = ES + PC 




70 PRINT AS.BS.XS 




30 PRINT CS.nS.YS 




^0 PRINT FS FS.ZS 




100 END 





NOTE: The order in program 7 will vary. 



variable names. 






7. 10 1 ET AS = 


ZEBRA' 


1 ET BS 


20 LET CS = 


noG" LET ns = 


30 LET ES = 


MOUSE- 




40 PRINT DS 






50 PRINT CS 






t)0 PRINT BS 






70 PRINT ES 






80 PRINT AS 






OO ENP 






8. 10 LET AS = 


NANCY' 


lET BS 


20 LET CS = 


ALISON' 


LET 05 


^0 PRINT AS 


BS.CS.DS 




40 PRINTDS.CS.AS.BS 




50 PRINT BS.AS.nS.CS 




oO END 







-- HORSE" 
'CAT' 



lULIO" 
HOWIE" 



5. 10 PRINT "TYPE THREE NUMBERS: 
20 INPUT A 

30 INPUT B 

40 INPUT C 

SO LET C = A * B • C 

60LETE = A + B + C 

70 PRINT A:"X":B:"X":C." = ":D 

80 PRINT A;' +":B;" + ";C:" = ";E 

90 END 

6. 10 PRINT "TYPE TWO NUMBERS" 
20 INPUT X 

30 INPUT Y 
40 PRINT 

50 PRINT 'N".- 10 X N". 100 x V 

60 PRINT '..". ■ . 

70 PRINT X.IO'X.IOO'X 
80 PRINT Y.IO'Y.IOO'Y 
-W END 

7. 10 PRir>nr "type three numbers:- 

20 input a 
30 INPUT B 
40 INPUT C 

50 LET D = (A + B + C)/3 

oO PRINT "THE AVERAGE IS " D; ' '" 

70 END 

8. 10 PRINT 'TYPE FOUR WORDS: " 
20 INPUT AS 

30 INPUT BS 
40 INPUT CS 
50 INPUT DS 
oO PRINT DS 
70 PRINT CS 
80 PRINT BS 
^0 PRINT AS 
100 END 



LESSON 8 



ERIC 



1. WHAT GRADE ARE YOU IN? 
NEXT YEAR YOU WILL BE 
IN GRADE 9. 

2. ^HORSE 
7COW 

ARE TWO KINDS OF ANIMAI S. 

3. 20 INPUT X 

30 I'RINT •GIVE ME A I ARCFR NUMBER 
oO PRINT THE DIFFERENCE IS .D.' ." 

4. 10 PRINT "THINK OF A THREE-LETTER 
WORD." 

50 INPUT B$ 
70 INPUT C$ 

90 PRINT "YOUR WORD IS ":DS; '." 



40 



LESSON 

1. E 
L 
O 

2. I EAVE YOUR UMBRELLA AT HOME. 
FAKE YOUR UMBRELLA. 

3. 20 INPUT 15 

40 IF IS = "SPANISH" THEN PRINT 'BUENOS 
DIAS." 

4. 30 PRINT 
50 INPUT A 

70 PRINT "20 - 8 =" 

100 PRINT "YOU GOr':R;"RICHT." 
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Appendix K 



SOURCES OF PRDGRPMS ON 
C. A. P.S.GDISK 

DISK TITLE - PRCIGRPM NOME 

PRDGRfiHS NOT COPYRIGHTED : 

fiUTHOn : DOHIEL J. BRYftNT, MATH TEOCHER, SOD » 5 

ODD/TMJ - THREE MINUTE JDBBIE ODDITION 

SUB/TMJ - THREE MINUTE JDBBIE SUBTRftTIDN 

MULT/TMJ - TMJ MULTIPLICftT ION 

DIVI/TMJ - TMJ DIVISION 

SUPERCO/LC - COLCULOTDR 

OLFOLIST - OLFflLIST 

fiUTHDR : WILLIftM C. MftRTEL, MOTH TEOCHER, SOD # 5 

MftRGRODE - MORGRftDE 

PROGRftMS WHOSE ftUTHORS ftND COPYRIGHT STATUS ORE UNKNOWN : 

BOUNCING/BOR - BOUNCING BORNEY 

CONTINEN/OCE - CONTINENTS OND OCEANS 

HONGMON - HONGMON 

NEWTONS/LOW - NE'JTON* S LOW 

PROGRftMS THftT PRE COPYRIGHTED : 

ftUTHOR : UNKNOWN 

COPYRIGHT : <C) <P) 13S0 BERTftMftX. LICENSED TO TftNDY CORP. 

ftLPHftKEY - OLPHftKEY 

fiUTHOR : TERI LI 

COPYRIGHT : 1979 BY RIDER FftNTftSY CREftTIONS 

DUTCHftNG/OLD - THE LOST DUTCHMftN' S GOLD 
ftUTHOR : UNKNOWN 

COPYRIGHT : <C) 1981 BY RftNDOM HOUSE, INC. 

GftLftXY - GftLftXY 

ftUTHOR : WftLTER KOETKE 

COPYRIGHT : 1982 BY SUNBURST COMMUNICftTIONS 

HOTDOG/STD - HOT DOG STftND 

ftUTHOR : ELIZftBETH LEVIN 

COPYRIGHT : <C) 197R PROGRftM DESIGN. INC. 

MEMORYBU - MEMORY BUILDER 

ftUTHOR : THOMftS C. 0»BRIEN 

COPYRIGHT : 1982 SUNBURST COMMUNICftTIONS, INC. 

TEftSERS/TOB - TEftSERS BY TOBBS <fiDD) 
TEftSERM/TOB - TEftSERS BY TOBBS (MULTIPLY) 
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FLOPPY DISK HANDUNG AND STORAGE 



1. Do not touct) &9k suftM. 
It It tasi^ conUfmnaM. 
«^)ioh cmam •rron. 




2. Do not uw alcohol, 
thinoafi Of fraon to 




I. Do not uM maQocts or 
magnttizad otoiacia naar 
maditii 

OaU can ba M from a 
dtsk txpoaad to a 
magnatic (ia*d 




4. Do not band or told 
tha dtak 




ft. Donotplacahaavyobiacta 
onttiadiak 



<k Oo not UM rubbar t>ands 
or papar clipa on ttta diaiL 



7. Do n ( wnta on disk labal 
with pancti Of baH-pomt 
pan. Uaa fait-tip pan only. 



1 Oo not uaa arasan on dtsk 






<===x 




% Apply index labal to tha 
nght of cornar taba4 
Oo not xiy^ labals in layars 



ia Inaart carafulty. by 
graaptng uppar adga and 
placing tt into tha drtva. 



3 AS 



0 




11. Kaap disk tn its protactrva 
anvatopa wf>an not «n uaa 

flO0PV Oitft 



11 Oitks not baing uaad 
thoufd ba storad vartically 
in thatr box. 




— — — — — 



IX Oo not axpoaa tha d«k to 
axcabtiva haat of sunlight 




14. Opaftting anvironmant' 
A. Tamparatunr. 10* C to 

SO-CCSO-FtolZTF) 
a. Wat 8ulb Tamparaturv 

ta9athan29*C 
C Pafativa Humidtfv: 

kti% to 80% 



11 Sto^aga anvtronmant 
A. T«fnpa<atura. 4*C to 

53*C(40*Fto 127*F) 
iLflalativa Humidtfy: 

Mto60% 



40*C ■■■ 




7t*C WAdM 



1^ 




11 Whila in transit tha Ja ■ 

Should ba m its anvalcpa 

in a protactfva box 

within tha (0<lowing rangaa. 
iL Tamparatura -40*C to 

53*C(-40*Fm i27*F) 
S. Ralativa Humiw<ty 

8%togo% 
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*** Rule of thumb fo;: inserting the disk 
into the computer: 



Ciir.tpUmtnU of 



THUMB ON THE LABEL 
LABEL TO THE CEILING 
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Appendix M 

PRE/POST TEST 



Part I - History 
(Hultiple Choice) 



t . 



IIl!r!r'*'^-^"'* prenent day generation of conpoters uses 
<wacuun chips, microchips, vacuum tubes). "^"^^'^^ "^^^ 

and less powerful). ' snalU^r and less expensive, smaller 

^' catl^H"!^''*"*^ ^i'^^^ calculating machine trulv 

S. Historically, the number system used by computers in the CPU 
and memory has been the (binary, decimal, metric? sjsjen. 

Part 11 - Social Ictpact 
(Matching) 



I . 




A. 


Invent or y 


2. 


Schc Jl 


B. 


Assembly 1 me 


3., 




C. 


Population Statistics 


4. 




D. 


Drill and Practice 


C 




E. 


Monitoring Patients 


t'^rt ill 

(rui - 


- Terr)inolngy and Functions 
in the blanks) 







New Hardware RAM Software 

K0« List RUN ENTER 



The computer machinery is referred to as 

dnd the program for a computer is called 

r..^„.„orv s,....d i„ a c»„p.,e. When i, is .a„.fac,„.ed .s 



wrjtten, the'co^^Ind "T«~«ri:2~7K ' ^^^^'^ ^ program has been 

icr , 15 co..mand to make the computer follow the instruct- 



5. Uh«n you typ. into the conputer, the 

e^aseS." cleared and th- «e«ory of a prograS „iii be 



Part IV - Application 
<1."ue or false) 



r nputers «re used only in business, industry. 



^' •'■ » watru gnxy in Dusiness, industry, or 

hone. 

2. If you receive an incorrect statenent fron a bank 

«ost of the tine it is because of conputer error.' 

3- Conpoters will teach us everything we are gomq to 

need to learn. 

^- One in-ppropriate use of a computer is gathering 

confidential infornation fror a data base by phone, 



^' - .Conpoters will never be used in dishwashers, 



Part V - PrograMMing 
(Select One) 



1. Write a program to find the area of a rectangle. The user 
will input the length and width of the rectangle. (Hint - 
Area = length X width). 

2. Write a program that will count by 2's anc" print the numbers 
m four colunns on the screen. 
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PRE/POST TEST 



uses 



Part I - Hi«t«>rv. /^A/SWfA? K£Y 

<Hwltipl« Choice) 

IlllcJSrcIli.*;'.^^^^*^^?^^*"^ of computer, 

^wacuuM chips, (gTcr^^hi£5> gacuun tubes). 

^' intecrl?lc«^r'^''^°" ^gHPMtfXLS used (transistors 
integrated circuits, fijcttun tubes) . ^^sTors, 

Part il - Social Inpact 
(Matching) 



D 
B 



^Governfient 


A. 


In ven t or y 


School 


B. 


Assenbly line 


^Fact oriei 


C. 


Population Statistics 


Health Care 


D. 


Drill and Practicf* 


.Superfiar ket s 


E. 


Honitoring Patients 



''?riiM^ ~ ^^':"^"°^°9V and Functions 
^« ill - in the blanks) 

New Hardware rah Software 

RUN ENTER 

^' In"^ ^oMpoter nachinery is referred to as Hardware 
and the program for a computer is called -"so-f-twarT 



"ritten, the'JSSSJSd'TrSIkPTSi ^1'^''/ "-'iron ha-, been 

'•ns is . RUJI computer follow The inslrun- 
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5. Uhtn ytii typ« nw 



Part IV - Application 
<Troe or folse) 

t 1 Cofiputer. «r* os.d only in business >ru «p 

^ ? F 

• If you receive an incorrect statene. 

nost of th» tif.» it is because of c 

3- 1 Conpoters will teach us^everythln 

need to learn. 

^' 1 One inappropriate u«e of a conputer 

confidential information from a data base by .... .e. 

5- L Computer, uiU never be used in dishwashers. 

Part V - Progranning 
<Select One) 

I. Write a program to find the area of a rectangle. The user 
wxU input th. length *nd width of the rectangle. (Hint - 
Area - length X width). tMint 



Write a progran that will cour.t bv 2's and nrint 

in ;our colonns on the screen. ^ ^ '"^ numbers 



Possible Solutions: 



NEW 



2. 



10 CLS 
<:0 INPUT L 
30 INPUT W 
1<8 LET A=L*W 
50 PRINT A 
60 END 



10 CLS 
20 N=0 
30 N=f.+2 

r-fiINT N, 
50 GOTO 30 
60 END 



lid CLS 

23 PRINT "LENGTH OF THE RECTAriGLE" 
30 INPUT L 

i*0 PRINT "WIDTH OF THE RECTANGLE" 
50 INPUT W 
60 LET A=L*W 

70 PRINT "AREA OF THI RECTANGLE="A 
80 END 



ERIC 



